Introduction
eSports or Electronic Computer Sport is a video game competition, characterized by using virtual space competitive features, which are generated by computer programs. It is also a term used to define the meaning of video games competition, which refers to the genre, the variety form of the game, including the perspective from first players or first shooters, sport games simulation, speed racing game, action games, and real time virtual gaming.
In various game competitions, there are both single competition characteristics and the team competition characteristic, and also the form of competition between professional players is available as other general sports or traditional sports.
eSports is the competition that requires skill, ability, strategy, tactics in planning, concentration, communication among the players, the unity of the team members as well as the tough training same as other sports (Lu, 2017) . However, in order to be listed in the Electronic Sport game or eSports, it must be officially recognized and considered by the international eSport competition.
Although there are opposition from many studies, from various articles, and various academic reports or research in the manner that "Should eSport be considered as a sport?".
As in Jim Parry's (2018) research, which commented that the computer game is not in the scope of what can be considered a "Sport". Same as in Thailand, where the movement of various government agencies remains a controversial issue on the definition of the word "Sport", that it must be something that results in health effects or the formation of the physical skills (Physical skills). Nevertheless, if the definition would be defined as the reason mentioned above, then in the case of some recognized sports that have already been accepted in the Olympic Games such as chess, bridge cards should not be defined as sports as well.
However, from the paper of Mariona Rosell Llorens (2017), she has studied the definition of the word "sport" in the context of eSports and also explained that, it could be a lot of possibility to accept that eSport is a sport as the video game competition consists of various circumstances that can be defined and considered in the context of "sport" section. For example, the video game competition must be done with the aim of overcoming competitors and any action must be preceded under the rules set. Moreover, must have an interaction among all competitors. Where of, any actions in such a competition requires a concentration, specific ability, precision, body control, knowledge of how to use the strategy in the game, all these concepts are closed to the definition of the word "sport" significantly.
The research of Juho Hamari & Max Sioblom (2016) has also defined that eSports is one type of a sport with activities that are directed through electronic system only. Where of any actions or activities either in the form of a single player (Player) or in the form of a team player will be processed through the operating system and display through the screen.
Although there is still ambiguity in defining eSports as "Sports" as well as other general sports, as mentioned above but it is undeniable that the current competition in eSports is widely popular. This is reflected by plenty number of viewers and fans of eSports, Including the high-value of revenues generation that are likely to grow more continuously in the future. (BBC, 2017) . The revenue, estimates and trends of growth are shown in Fig.1 . (Source: BBC, 2017.) Michael Borowy (2013) studied eSports capabilities to generate economic value and to be used as a marketing. Since 1980 eSports has been used in promotion, connection of brands and products with the eSport competition. In 2017 it was revealed that eSports is a business that contributes to the global economy about $ 465 million.
In Thailand, Thai eSports Association has been established and registered by the Bangkok Registrar Association on 6th June, 2013with the purposes to develop relevant personnel, eSports athletes, set the rules both domestic and international to let the Thai eSports-man to have the rights as representatives to participate in every competition organized by the International Electronic Sports Federation (International eSport Federation).
Even Department of Children and Youth of Thailand initiated a big discussion on eSports demand in society, on 27 th July 2017, the Ministry of Tourism and Sports of Thailand passed a resolution to approve eSports as a type of ones can be registered and established as a sports association.
Undoubted it creates many business opportunities but at the same time Thai society received a lot of negative information about games (for example, children addiction on electronic games) Therefore, in order to achieve long-term sustainability and create confidence in any investment related to this type of business, we are interested to conduct the presented study.
Hypotheses of the study:
H1: Participation factors have a direct positive influence towards identification. H2: Participation factors have an indirect positive influence on the attitude towards eSports through identification factors.
H3: Participation factors have a direct positive influence on the attitude towards eSports.
Research Methodology
The population The population used in the study, is the people who live in Bangkok metropolitan area both male and female who knows about eSport competitions, both from the media and from experiencing themselves. 385 samples were determined as the sample size in this study
Research tools
We used questionnaires as a tool for data collection. The questions in the questionnaire were a closed-ended question which divided into 2 parts:
Part 1 General information of respondents. Part 2: The level of opinion about factors contributing to eSports. Identification factors as an eSport viewers (Identification) and the level of opinions about the attitude towards eSports (Tab. 1).
Tools, quality inspection
The researcher has examined the accuracy of the content by sending the questionnaires to eSports professionals (eSport club operators, various experts of the eSport, academic experts) for validation of the content coverage, including language used.
Next, the researcher examined the questionnaire reliability by conducting a reliability testing. 
Question
Reference I am delighted if the eSports will be accepted and broadly recognized 1 (Gwinner, 2003 ) (Kim, 2014) When the media presents a bad story about the eSport competition, I feel ashamed 1 (Gwinner, 2003 ) (Kim, 2014) I feel happy to be able to participate in the eSports competition 1 (Kim, 2014) I oftenlythink of the e-sport competition 2 (Kim, 2014) , (Gwinner, 2003 ) I will watch the eSport competition every time when there is a chance 2 (Kim, 2014) , (Gwinner, 2003) I am a true eSports fan 2 (Kim, 2014) , (Gwinner, 2003) , Feel good with eSport(Bad-Good) (Gwinner, 2003) Feel like with eSport(Unfavorable-Favorable) (Gwinner, 2003) Feeling satisfied with eSport (UnsatisfactorySatisfactory) (Gwinner, 2003) 1 Involvement 2 Attitude towards eSports
Research Results

The demographic characteristics analysis results
Data analysis on demographic characteristics, consists of information on gender, age, educational level, occupational status, average monthly income, which shown in Tab. 2 The researchers conducted a confirmatory factor analysis of the structural equation model as shown in Fig. 3 . The finding indicated that the models are in consistent with the empirical data in a very good criterion, with a CMIN / DF equals to 1.676, GFI equals to 0.977, NFI equals to 0.979, RFI equals to 0.969, IFI equals to 0.992, TLI equals to 0.987, CFI equals to 0.992 and RMSEA equals to 0.042. All statistics have passed the criteria for conformance with an empirical data,as shown in Tab. 5. The hypothesis according to Tab. 5, indicated that the hypothesis 1 was accepted at the statistical significance value level at 0.001. The P-value is 0.000 and the weight factors equal to 0.432.
The hypothesis 2 was accepted at the statistical significance value level at 0.001. The P-value equal to 0.000 and the weight factor equals to 0.187.
The hypothesis 3 was accepting at the statistical significance value level at 0.001. The P-value is 0.000 and the weight factor equals to 0.355, as shown in Tab From Tab. 7, showing the influences path analysis (Path Analysis), both direct effect (Direct Effect), indirect effect (Indirect Effect) and total effect (Total Effect). The researcher found that the involvement factors had a direct influence on Identification with the weight factors equal to 0.432 with statistical significance at 0.001.
Involvement factors had a direct influence on attitude with the weight factors equal to 0.355 with statistical significanceat 0.001 and has an indirect influence on the attitude with a load factorsequal to 0.187, with a significant level at 0.001. Total influence among involvementfactors towards the attitude was at 0.542.
Suggestions
Theoretical suggestions
This research provides an empirical data that factors influencing electronic sports attitudes of citizens in Bangkok, have a direct impact on the attitude of eSports. Therefore, an increasing level of participation and identification increase the positive attitude towards eSports as well. This will be resulted in an acceptance of the hypothesis which has been set. This research provides guidelines for the confirmatory factor analysis study of structural equations models of various factors which is reliable and confirms the validity of the questions.
Suggestions for executives and entrepreneurs
Entrepreneurs who want to invest in any trading business that offering their production in the form of products or services related to competition activities of eSports in Bangkok, should increase the level of involvement with eSports for local citizen. Executives or entrepreneurs may use various methods of strategy such as organizing activities to encourage consumers to experience the activity by watching eSport competitions regularly and creating additional values for these consumers through various media and mass communication organizations.
